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WARNING: READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM. 
A very small percentage of individuals may axpenence epilepiic s2izures when 
exHosed fo certain li ont potterns or flashing lignts. Exposure to certain pattorns 
or backgrounds on a television screen or wi vnile p playing video gomes may 
induce an ecileptic seizure in these incivicucls. Certain conaitions may induce 
previously undetected epileptic symoioms even in persons who have no history 


of prior seizures or epilepsy. If you. or anyone in your family, has an epileptic 
condition. consult your physicicn pric: ic ploying. if you experience cny of Ihe 
folowing symptoms while ployirg o video gome—dizziness. clferec vision. eye 
cr muscle iwitches., loss of owcreness. chonentation ony | iInvolunioary 
movemenr, ceconvublons—IMMEDIATELY ciscontinue use and consult your 
physician cefore resuming ploy. 


ee Your Cartridge 
inis Conridge is intenced exclusively for tne Sega™ 
came Gears, Stet. 

2. Do noi bend it. crush it. or submerge it in liquids 

3. Do noi lecve it in drect suniigni of near a rodiasor 
ys CINey source he 

4. Be sure to 7ake an occasiona recess during 
ex7endes ploy i rest yourself cna the Sega 
Cartridge. 


Thus officicl sec! is your assurance tnot 
inis product meets the highest quality 


SEGA standards of SEGA'™. Buy games and 
— accessoiles with this seal io be sure 


GAC « thot they are compatiole with the 
SEGA™ GAME GEAR™ SYSTEM 
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Thanks for the 


Intelligence upoaqe, 


While gat oom reintinee 
recon mission in lhe 
41H dimensiin... 


“Zool, the ship is out of * 
=§ control and about to crash h 


land. Have a nice day" 


The ships scanners picked up a strange pulsating cloud 
formation. Of course my highly trained Ninja senses 
compelled me to probe this phenomenon more deeply. 


“Warning The ~ 
ship is Simkitig ist my 


eucstard like! 


_ a Suddenly I was caught in a powerful 
vortex. The ship span wildly out of control and j 
we hurtled towards the centre. [ asked the computer for 
an analysis. 





You have fire seconds 
\/ (bo glameliem ships... 
1 


aearel big FP bit E mevecresanel ts tea tie 
work’ mace entirely 
ned of ewerio eae | 
climbed «nearby rmwk 


Four. Three... 


coke fer a heiler look... 


nce on drs 

lone | comaalied my 

mind field computer Lis find 
oheae ons pers il ih, earndid iia 


eel pasebbile sioluil ine. 


“Zool, Krool's forces have 
overtaken this and four other 
worlds. 


Mission:- 
To destroy Krool’s armies and 
return. No attempt can be made 
to rescue you while the vortex 
remains, you're on your own, be ae 
. | ri 
good tuck, HQ.” oe alefs r , 
To be contin: 


Here I was, a million light years from 
heme, no ship, and no chance of rescue. 
| must rid these worlds of Krool’s evil 
influence or never return, This is 
where my story really begins. 






























places | wouldn't wont io walk 
through on my own at night! 


IMPORTANT! 

Always be sure that your Sego 

Game Gear is switched off Krool and his assistant, Mental 

before you attempi to insert or | Block, have been real busy 

remove o Cartridge. | here. Together. they have 
gothered the forces of non- 


LOA DING imagination turning ordinary 
odjects into deadly assassins. 
INS TRUCTIONS You'll certainly need to 


1. Make sure that the power | develop your Zooling skills to 
switch is set in the ‘Off’ position. overcome these and the other 
2. Insert the Game Cartridge | challenges awciting. 

into the Game Gear uni. Press 
firrnly to lock the cartridge in 
place. 


3. Turn ihe power swiich ON. 
If nothing appears on the 
screen, turn the power switch 
OFF, remove the cariridge , 
and try again. 


Explore ine levels, despaich as 
many of Krool’s Legionaries as 
you can, pick up ihe bonuses. 
find the exit and defeat the 
end of level beastie (ohn. and 
don't forget to keep an eye on 
the clock)! 


Easy, hun? Don't worry you'll 


ZOOL: THE NINJA FROM | soon gei the hang of Zool and 
THE NTH DIMENSION there are many items fo help 


you. This is going to be one 

In Zool you play the part ofthe | journey you'll never forget. It’s 
interstellar Cosmos Dweller going to be. well... WEIRD! 
from the Nth dimension. The | 

Nth dimension isn't one specific 
place; it is everywhere. It is 
imagination and Zool is its 
guordion, Protector of Creative 
Thought and Defender of 
Positive Action. 











You must take Zool to the 
edges of the known 
universe and beyond, 
guiding our hero through 
five worlds, and bock to his 
home, the Nth dimension. li 
may sound easy, but ihese are 









THE MAIN OPTIONS 
SCREEN 





To highlight a particular opiion. 
simply use up and down on the 
Control pad. 


To alter an option, move left 
and right on the Control Pad 
at the highlighted option. 


To leave the Options Screen, 
press bution 2. 


The options will affect ihe 
game in the following way: 


Lives: 

Between one and three ore 
available. Combined with 
Continues. this gives you a host 
of choices from a solo dash to 
a near army of Zools, making 
completion as difficult, or easy. 
as you wish. 


Music: 

This option allows you fo select 
music with sound effects. or just 
the sound effects. 


Continue: 

How many ‘Continue Game’ 
options cre given when you 
lose your last life? The maximum 
is three, but black-belt Zoolers 
may be able to do it in one. 





| trolled by using the D-Pod. He's 














PLAYING ZOOL 


Once you are happy wiih all 
the options, pressing button 2 
will fake you from the Opiions 
Screen fo the Main Screen. 
From here you press Siart again 
to begin the game. 





All of Zool’s actions are con- 


a very versatile character, but 
|_ after a couple of fries, conirol- 
ling Zool is simplicity itself. 


CONTROLS 

In Menu Screens 

Start 

Start game at any time. 


Button 2 
Select ‘Options’ Menu. 


D-Pad Up & Down 
To Select Option From Menu. 





D Pad Left & Right 
To Customize Option. 


in The Game 

Directional Pad Controls 

) Climb Up Wells 

2 (+ Button 1) 
Jump Diago- 
nally Right 

3 Run Right . 7? 

4 Slide Righ? 

§ Climo Down 
Walls, Crouch 

6 Slide Left 

7 Run Left 

8 (+ Button 1) Jump 
Diagonally Lefi 


] 


Button 1: Jump. 

Button 2: Fire. 

Button | & Button 2: Zoo! will 
spin in the air, destroying al 
airborne enemies. 

Down & Button 2: Kick. 
Button! & Direction: Allows 
Zool to jump off wall. 

O Start: Pouses Game. 





- Start 





Joypad/D-Pad Button] Bulton 2 











THE MAIN PLAYING 
SCREEN 


Once ihe game has begun, 
the Main Playing Screen will 
look something like the one 
below. The labels are as 
follows: 


1 Aiier receiving 99 bonus 


points, the directional orrow 


will point to the exil. 


12 Direction of Exif 


3 Time 

4 Heolth: If this runs oui, 
Zool loses a life 

§ Number of Lives 
Remaining 


RESTART POINTS 
s+ 2 3 


BONUS HEARTS 


| Occasionally, when you 


destroy an enemy. a small 
heari will oopear and siari to 
fly skkywarads. If Zool can grab 


| it, he will restore his healih. 


oo 


ee 


THE WEAPONS AT 
ZOOL’S DISPOSAL 


To help Zool in his quest inere 
are a number of weapons 
situated around tne five worids 
that will either enhance his 
powers, of enadle him to 
destroy Krool’s armies: 


Bomb. 

This smart bomb will diitz all 
enemies on the screen, when 
Zool collects if. 





Jumping Zool: 

Just the thing to scale the 
heights, when normal Zooling’s 
not enough. Make the mosi of 
your faleni: it won't last long. 


Shield: 

lavincidle Zool! Tnis will make 
Zool invulnerable to attack. On 
eacn of ihe levels. there is a 
shield with a “Z” on it. which 
looks like the one below: 


Guess what though? It wears 
off after o short time os well! 





| TUP: 
| An extra life. Very useful. 


| OVER ‘N’ OUT! 























TWO ZOOL 


Splits Zool in two, creating a 
shadow Zool. Now Zool is even 
more agile and can fire twice 
as many shots. Careful though. 

if con gei a litle confusing. a 


That's all you need to play 
Zool. but there’s a lot more to 
learn. Tnere are so many things 
waiting to be discovered, 
including hidden rooms 
featuring... well, you'll see. Jusi 
a few wards of advice. things 
are noi always as they seem: 
there are walls that aren't 
walls, puzzles fo work out which 
will test your ninia skills to the 
Ntn degree. But just to help. 
look out for a secrei passage in 
Fairground World. Don't hang 
abou, the timer’s already 
running down: just get going 
and prepare io Zool your 
way back to the Nih 
Dimension! 


Good Luck! 





THE BAD GUYS 


lt looks as if everything is out to 
stop you. Noi only is the terrain 
on these worlds pretty hostile. but 
inere’s the small matter of Krool’s 
sirange minions to overcome. 
We cannot tell you cbout all fhe 
creatures you will meei on your 
joumey. as nof much is known 
and Kroo! is adding to his forces 
ail the time. but to help you on 
your way, here are just some of 
ine weird menaces you'll be 
mixing it with. 





THE SWEET WORLD 
Humbie Bee: Tnese huge 
beasties take to ihe air and then 
home in on Zool. 


Jelly: These terrors are every- 
where. Despatch them easily 


missile 


Dodgy Jelly: Like a nonmaljelly. 
only this critter homes in on you. 


Sweet Beastie: Fairly rare, but 
very nasty. These are the 
meanest duces in the Sweet 
Worid: not only do they get in 


Q quick kick, punch, jump or | 





your way, but they'll launch a 
whole load of jelly beans at you 
whenever they con. Watch out! 


End of Level Beastie: ne Hum- 
Bug. 


THE MUSIC WORLD 
Walking Drums: These guys. wecr 
oullet-proof drumskins. Shoot 
from behind if you can, but o 
good kick or jump works just as 
well. 


Violins: These hard stringed 
meanies are Gifficuli fo destroy. 
Don’t hang cround for too 
long: they won't be shaken 
off easily. 








Flying Cymbals: Whizzing round | 


ihe screen like dive bombers, if 
you're noi careful Zool will get 
more than an ear bashing. 


End of Level Beastie: Jimmie’s 
Killer Guitar. 


THE FRUIT WORLD 
Carrots: Pop up when least 
expected. Zool had befier 
make himself scarce. 


Grapes: Bounce eighi times. 
then rocket at you. Look Ouf! 


Fiying Pea Pods: Flying through 
the sky, these veggie bombers 
could lond Zool with a nasty 
surprise. Accomplished zoolers 
could see ‘em off with a 
power-j|UMNP. 


End of Level Beastie: Big 8ad 
Banana. 











THE FAIRGROUND 
WORLD 


Toffee Applies: These mutani 
toffee apples are only too 
happy to share their toffee witn 
| Zool. Trouble is, it’s still red hot! 


| Balloons: Rise from ihe ground 


where they are tethered and 
then Fire. Shooting these will 
only cause them to pop and 


| whizz round the screen causing 
| even more problems. 


Light Bulbs: Home in on Zool ct 
the soeed of light. 


Hammers: So. a blow from one 
of these is bad for you. No 
surprise there, but fry not to 
desiroy them. as they will prove 
useful. (You'll need io figure 


out exactiy how yourself.) 


End of Leve! Beastie: Tne 
unmentionable, indescribable, 
Two Eyed Thing. No one who 
has seen this horror has lived to 
tell the tale. Will Zool? 


@ 


i 
















THE TOY WORLD 


Tanks: These ormeor clad killers 
fire enormous missiles at Zool; 
they look indestructible but 
remember, they re only toys! 


Teddy Bears: Watch as they 
divide into Two, buf don’t stare 
Too long: they home in on you. 


Spatial Evaders: High-Flying, 
High-Tec Hazard. Stand under 
one of these. and it'll stari 
raining bombs. 


End of Level Beastie: Maxie the 
Rabof. 


WARRANTY 


GAMETEK warrants To the 
original purchaser only that the 
sofware program coded on 
ihe game pak crovided with 
this Manual will perform in 
accordance with the descrip- 
tion in this Manual (when used 
with the specified equipment) 
for a period of ninety (90) cays 
from the date of purchase. If 
the program is found defective 
within 90 days from the date of 
ourchase. if will be replaced. 
Simply retum the game pak fo 
GAMETEK, along wiih a dated 
oroof of purchase. Replace- 
ment of the game pak, free of 
charge fo the original pur- 
chaser (excepi for ihe cosi of 
returning the game pak) is the 
full extent of our liability. THIS 
WARRANTY IS IN LIEU OF ALL 
WARRANTIES, WHETHER ORAL 
OR WRITTEN, EXPRESS OR 
IMPLIED. ALL IMPLIED WARRAN- 
TIES, INCLUDING THOSE OF 
MERCHANTABILITY AND FITNESS 
FOR A PARTICULAR PURPOSE, IF 
APPLICABLE, ARE LIMITED IN 
DURATION TO 90 DAYS FROM 
THE DATE OF PURCHASE OF THIS 
PRODUCT. 


Customer Relations 
1-305-935-3995 

FAX: 1-305-932-8651 

*8 a.m. to 8 p.m., Eastern time. 


GAMETEK shall not be liable for 
incidental and/or consequen- 
tial damages for the breach of 
any express or implied war- 
ranty including damage to 
property and, to the extent 
permitted by law, damages 
from personal injury, even if 
GAMETEK has been advised of 
the possidilifies of such dam- 
ages. Some siates do not allow 
the exclusion of limitations of 
incidental or consequential 
damages or limitations on how 
long an implied warranty lasts, 
so ihe above limitations or 
exclusions may not apply to 
yOu. 


This warranty shall not be 
applicable to the extent that 
any orovision of this warranty is 
prohiblied by any federal, 
state, or Municipal law which 
cannoi be pre-empted. This 
warranty gives you specific 
righis and you may also have 
other rights which vary from 
siaie to state. 
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FREE INTRODUCTORY 
COMPUSERVE 
MEMBERSHIP 
| As a valued Gametek cus- 
tomer, you are eligible for a 
special offer to receive a FREE 
introduciory membershio to 
CompuServe - the world’s 
largest on-line information 
service. 


By joining CompuServe, you 
can receive the lates? news 
and product announcements 
concerming Gomeiek gomes. 
From the Game Publishers 
Forum (GO GAMEPUB), you 
can download updates to your 
fovorite computer games or 
obtain demos of soon-ito-be- 
relecsed compuier games. 
You'll also be abdle to trode fips, 
hints and strategies with oiher 
Gametek computer ana 
cartridge game players in the 
Gamers Forum (GO GAMERS). 


To take advoaniage of this 
special offer. call ioll free 1-800- 
524-3388 and ask for Represen- 
tative #436 to get your intro- 
ductory CompuServe member- 
ship which includes a personol 
User ID. password, $15 usage 
crecif and on entire montin’s 
worth of Dasic services free. 





Credits 


| GREMLIN GRAPHICS 


Main Code by Siz 

Additional Coce by Rid Stevenson 
Music Composition by Patrick Phelan 
Sounc by Krisalis Software 

Ast oy Michoel Hirst, Ade Caress. 


| Pele Daniels, Greggs 


Mop and Level Sescn by Mike Lister, 
Michoe! Hirst 
Profect Manager Tony Casson 


| Deveionment Monager James 


North-Hearmn 
GAMETEK 


Producer Van Collins 

Packaging by Wendy Weber 
Morucsl Eciting by Stacey Rudermon 
Ast Director Stephen Curran 
Production Manager Sherry Kross 
muclty Assurcnce Bobby King 


GAMETEK INC. 
| 2999 N.E. 19 1st Street, Suite 500, 
North Miami Beach, FL 33180 
U.S.A. 





Comyngry 1992. 1993 Greenin SGraprucs Softworw 

levied. Ai Rigns Meservec. Commuter source Costes 
Gremiin SGroorics Sofware Liendtec, All gris 

10 & 1963 Grosetin SGraonks Sc“wore 

amtes. Trodemorss penaing, All Rignt: Raservec. 

MINS tex, inc. Samatek 2 o racemark of ME. Inc 


ae dors ahs 3 


ha 


ad 


Gametek 

Customer Relations: 
(305) 935-8058 

Fax: 1-305-932-8651 
8:00 a.m. to 8:00 p.m., 
Eastern Time. 


Game Hint and 
Information Line: 
1-900-903-GAME (4263) 


« $ .80 per minute 

¢ Touch tone phone required 
« Minors must have parental 
permission before calling 

« Available 24 hours 





